Sphinx: A Warlock Patron 


Hello Reddit! | have made this account to ask for your help here on Unearthed Arcana. | am trying 
o make a warlock patron for the sphinx and need help balancing this patron out and need help 
ability wise. All comments and criticism is welcome. | need suggestions for the expanded spell 


lists and abilities. 


Sphinx Expanded Spells 


1st Detect Magic, Identify 


2nd Zone of Truth, Lesser Restoration 


3rd Haste, Nondetection'i™® based masic? 


Ath Freedom of Movement Confusion‘*"'s sphinx had where already on Warlock List 
a 


5th Legend Lore, Flame Strike 


Riddlekeeper Beginning at 1st level, your patron has given you a measure of secrets to take care 
of from it's personal hoard. You speak a riddle in the tongue of the sphinx, and any number of 
creatures up to your charisma modifier (minimum 1) in 30 feet of you that can hear you makes an 
Intelligence saving throw. If they fail, they are incapacitated for 1 round. Once you use this ability, 


you cannot do so again until you finish a short or long rest. 


Fate Alter Beginning at 6th level, your patron has taught you to alter time in minor ways to defend 
yourself. You may have every creature you can see reroll initiative, choosing to to roll yourself if 
you so choose. Once you use this ability, you cannot do so again until you finish a short or long 


rest. 


Sphinx's Mind Beginning at 10th level your mind begins to resemble that of a Sphinx. Your 
houghts can't be read by telepathy or other means unless you allow it. You gain resistance to 
Psychic damage. In addition Wisdom (Insight) checks made to discern your intentions or 


sincerity have disadvantage. 


Time's Steward Starting at 14th level, your patron imparts upon you greater understanding of 
ime and fate. For every 10 years you age, you age 1 year. In addition, your patron has given you a 
more powerful riddle that can overwhelm creatures. As an action, you speak the riddle to any 
creature you are aware of that is within 30 feet of you that can hear you. The creature takes 8d10 
psychic damage and is stunned for a number of rounds equal to your charisma modifier. Once 


you use this feature, you can't use it again until you finish a long rest. 


Note: Some spells aren't chosen from the sphinx spell list because warlocks already have them. 


Have any suggestions for new spells? As | said, suggest away. 


Edit: Thanks for the feedback folks, Most of this was actually copied out of the Monster manual 


so that is where | got most of it. Your continued help is most appreciated. 


Edit2: Alright, so I've gone through it a little more and took a few more of the suggestions to 
heart. Arcane Eye was removed seeing as it is an invocation already available, along with slow. 
Time's steward has gone through another iteration, and the ability of it has been moved down to 
6th. 1st level ability is again a riddle, and I'm wondering if | am overdoing it on that. More 


Suggestion, as always, are welcome. 


Change Log: 


1/10/2016: Flair Added, 1st level ability changed, 6th level ability added, 10 level ability changed, 
14th level ability synergized with 6th. 


1/11/2016 14th scaled up. 1st level ability changed again. Sphinx's Mind changed to further 


resemble GOO locks. 14th changed again Taking Ivellius's idea. Spell list changed. 6th level 


ability changed. 


1/12/2016 http://www.naturalcrit.com/homebrew/share/VywliHAwe Link created to a more 


"official style page". Different abilites created. Need feedback when available. Thanks! 


